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(54) Abstract Title: Gaming machine with interacting video and mechanical displays 

(57) In a gaming machine, such as one having mechanical or 
simulated reels 12, a further game comprises interacting 
mechanical and video displays 28, 26 respectively. The 
mechanical display 28 has a movable physical element, in 
the form of the claw of a crane or -grab' game. When this 
is lowered behind the video display 26, a claw, similar in 
appearance, appears in the video image. The video display 
may depict the claw grabbing prizes which will then be 
translated in to an award of credits. Instead of the crane 
game the mechanical and video displays may comprise a 
fishing rod and a display offish. 
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GAMING MACHINE WITH INTERACTING 
VIDEO AND MECHANICAL DISPLAYS 

FIELD OF THE INVENTION 

The present invention relates generally to gaming machines and, more 
particularly, to a gaming machine including interacting video and mechamcal 
displays. 

BACKGROUND OF THE INVENTION 

Gaming machines, such as slot machines, video poker machines and the like, 
have been a cornerstone of the gaming industry for several years. Generally, the 
, popularity of such machines with players is dependent on the likeHhood (or perceived 
likelihood) of winning money a, the machine and the intrinsic entertainment value of 
,„e machine relative to outer available gaming options. Where the available gammg 
options include a number of competing machines and the expectation of winmng each 
machine is roughly the same (or believed to be the same), players are most hkely to 
5 be smarted to the most enrertaining and exciting of the machines. Shrewd operators 
consequently strive to employ the mos. entertaining and exciting machines avatlable 
because such machines attract frequent play and hence increase profitability ,0 the 
operator. Accordingly, in the competitive gaming machine industry, mere ts a 
continuing need for gaming machine manufacturers to pmduce new types of games, 
20 or ^cements to existing games, which wi.l attract frequent play by enhancing the 
entertainment value and excitement associated with the game. 

To enhance the entertainment value of a gaming machine, gaming machmes 
often include features such * an enhanced payoff and a "secondary" or "bonus" game 
which may be played in conjunction with a "basic" game. The bonus game may 
25 comprise any type of game, either similar to or comp.ete.y different from the baste 
game, which is entered upon me occurrence of a selected even, or outcome ot the 
basic game. Generally, the features provide a gteatcr expectation of winning than me 

basic game. . 

To attract players, more attractive or unusual video displays, 

30 mechanical/physical displays, and/or audio accompany me basic and bonus game. 
The fanciful and visually appealing displays offer tremendous advantages » player 
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, ♦• ♦„ «ther known games. Additionally, such games are 
attractive to both players an f demands of 



these needs. 



SUMMARY OF THE INVENTION 

A gammg machine for conducing a wagering game comprises a video dtsplay 
, for « I video element, a mecKa.ca, ^ 

*^r:rr= rrrrrr ^ — 

„d .he mechantcal display su conducting the wagering 

appear to visually interact wth each other. 

game using me video and meehanical displays is also dtsclosed. 

5 BRIEF DESCRIPTION OF THE DRAWINGS 

The foregoing and other advantages of the invention wil. become apparent 
mTe ouLtng dettiled descriprion and upon reference to «he drawtngs. 
UP ° "To isomeme view of a ganring machine the present 

20 ^ no. 2 is a mocic diagram of a con.ro, system suitable for operating the 

ga-ing n " ,Chine , . ^ view „f a main slot reel display of me gaming 
FIG. J is an enlarged front view ot a n.« 

25 ^no. 4 is an enlarged front view of ft. main slot reel display showing an 
ou^meformggertogahonusg^me. ^ ^ ^ 

FIG. 5 is an enlarged front view oi a 

. OT , hv<sica i claw is shown in a retracted position. 
"■""SH . ST I - *e mechanic, display and a video display henea* 

position but is ready to be lowered (extended). 
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. M vi ew of the mechanical and video dispiays, wherein the 
FIG. 7isa front view o reaooea rs as a video claw on 

, w been lowered until it disappears and reappears 
physical claw has been iowci 

the vid eo display. show . ng the video ol aw grabbing a 

FIG. 8 is an image on 

prize to yield a bonus. mod if.cauons and alternative 

While the invention , ^ « ^ ^ ^ 

fonns, speoifte embody have been hown by y ^ ^ ^ 

and win be described U — ~ ^J^l foms disc.osed Rather. Ore 

mvention is to cove appended claims, 

scope of the invention as defined by tne a PP 

inPIII ,T*TRATIVE EMBODIMENTS 
DESCRIPTION OF »"^" machine l0 op erab.e to 

Turning now to the drawings, FIG- I depicts ta 

, eonduc, a wagenng ^-J^-r^^lU-^- 
operation, the ganting maohrne reeves a wag one ^dom 

..I g ame. -^^^i an award to the pUyer 
even, using a random numbe, genera^ P vari „ „ ilh the type 

for a winning outcome of *. random event. The ran 

. — — tST.S dispuy » and. pair of secondary 
The gaming macmne » reel display 

di sp,ays 2 6 and ». The ^^ ^^.y a video disp,ay positioned 
o- video dispuy. T*-^***^ di ;, ay 28 is prefemmy » mechanic* 
above the main display 12. The secondary p ^ ^ ^ 

25 drspUy positioned above the video dtspUy ^ ^ .„ ^ 

demented with a CRT. LCD. plasma, ot odrer ,yp ^ , ^ 

Jrnedispuya^--^^ — embodiment the 
^ to facmtat. internet ^ ^.ay u is oriented 

g aming machine ,0 is an upngM machine may be a "slanr- 

th e p.ayer of me gaming mach.ne .0^^ ava1lab lE COPV 
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FIG. 2 is a block diagram of a control system suitable for operating the 
gaming machine. Money/credit detector 16 signals a central processing unit (CPU) 
18 when a player has inserted money or played a number of credits. The money may 
be provided by coins, bills, tickets, coupons, cards, etc. Using a button panel 14 (see 
FIG. 1) or a touch screen 20, the player may select any variables associated with the 
wagering game and place his/her wager to purchase a play of the game. In a play of 
the game, the CPU 18 generates at least one random event using a random number 
generator (RNG) an, provides an av xd to the pl&yer for a winning outcome of the 
random event. The CPU 18 operates the displays 12, 26, and 28 to represent the 
random events and outcomes in a visual form that can be understood by the player. In 
addition to the CPU 18, the control system may include one or more additional slave 
control units for operating one or more of the displays 12, 26, and 28. 

A system memory 22 stores control software, operational instructions and data 
associated with the gaming machine. In one embodiment, the system memory 22 
comprises a separate read-only memory (ROM) and battery-backed random-access 
memory (RAM). However, it will be appreciated that the system memory 22 may be 
implemented on any of several alternative types of memory structures or may be 
implemented on a single memory structure. A payoff mechanism 24 is operable in 
response to instructions from the CPU 18 to award a payoff to the player. Thepayoff 
may, for example, be in the form of a number of credits. The number of credits are 
determined by one or more math tables stored in * system memory 22. 

By way of example, the gaming machine may conduct a wagering game 
including a basic reel slot game and a bonus game. The bonus game is triggered by a 
start-bonus outcome in the basic slot game. Referring to FIG. 3, to play the basic slot 
game, a player places a wager using a "bet one" key or a "max bet" key on the button 
panel 14. In response to pressing the "max bet" key, or a "spin reels" key for a wager 
less than the maximum, the CPU spins and randomly stops a plurality of symbol- 
bearing reels 30 to place symbols on the reels 30 in visual association with at least one 
pay line 32. Other mechanisms, such as a handle 34 (see FIG. 1), may be used to set 
the reels 30 in motion. Additional pay lines may be provided, in which case the 
player is allowed to wager on more than one pay line. The number of illustrated reels 
is three but a different number of reels may be provided if desired. The display 12 on 
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h ch ^ reel5 m irnpl ememed may be mechanic* or video, .f .he d.spUy .2 
H cal he reeis a« physics, and rota,ab.y dnven by stepper motors. If. 
m echan,cal. .he ar py ^ raoving graphic, 

Symbols are delayed on tbe ree.s 30 W 

and indicate whether the stop oosmons of die reels 30 repr 

^Winnin* basic game outcomes (e.*.. symbol combinations reaching ,n 
payment of corns or credos) ate ^ fcy ^ video 

embodiment, .he pay table .s affixed to the ma 

dlspl ay 26 in response to a command b, the player (e*. ^ ^ 

. a winning basic game outcome ocum» 

key on ,b= bunon pan*^ A - • „ M J2 ^nd to one of me 
symbols appearmg on the reeU ,30 • for example, co».d 

winning combinations on the pay table. A wtnmng 

be three or more matching symbols along the pay n. 32 w «d» * 
as the number of matching symbols along the pay hne 32. «.«- 

u„i «,„n in a winning combination, the game cred,ts the player an 
^ Ta to L award in the pay table for Ota, combination tnuhip.ied by the 
' ZZt^ :Z«.. The PUyer may codec, the amount of — 
cretins by pressing a "Collect" key on the button panem 

taeluded among me plurality of batac game outcomes atari 

. r.h^usaame A start-bonus outcome may be defined in any 
for triggering play of a bonus game. t\ ^ 

t? ~~m>\e> a start-bonus outcome may occur wncn * y 
15 number of ways. For example, a start rf ^ 

c a, or a special combination of symbols appears on on 
T S 3 C IX outcome may t^u.re me combination of symbols .o appear 
h to » or may alternatively require Ota, me combination of symbols 
along the pay hne 32 -ay ^ ^ ^ ^ pay 

appear anywhere on the dtsplay regardless op era,ion 

— «f the start-bonus outcome causes the Cl-u to siu. v 
30 line 32. The appearance of the start Bonus iHustt ated 
from the basic slot game to the bonus game. Refernng to FIG. 4, 
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example the start-bonus outcome consists of three CLAW symbols 36 along the pay 
line 32. 

Referring to FIGS. 5 and 6, the mechanical display 28 includes a physical 
element in the form of a physical claw 40 for grabbing prizes. The physical claw 40 
is slidably mounted to a horizontal bar 42 and is adapted to extend downward from 
the retracted position shown in FIG. 5. When the bonus game is triggered, the 
physical claw 40 begins to move back and forth along the bar 42. The player is 
prompted to press a "Grab" key on the button panel 14 (see FIG. 1) when the physical 
claw 40 moves to a location liked by the player. 

Referring to FIG. 7, in response to pressing the "Grab" key, the physical claw 
40 extends downward toward the video display 26 and disappears behind indicia of 
prizes 44. The indicia of prizes 44 may, for example, include gems, jewelry, watches, 
precious metals, and toys. The mechanical display 28 preferably includes a front 
panel 46 composed, for example, of glass or plastic. The prize indicia 44 may merely 
15 be represented by artwork printed on this front panel 46, or may alternatively be 
represented by actual physical objects piled inside a front section of the mechanical 
display 28 and visible through a transparent front panel 46. In the latter embodiment, 
the physical objects would look like valuable prizes but would preferably have 
nominal actual value. 

20 In its fully extended position the physical claw 40 may only be located behind 

the indicia of prizes 44 on the mechanical display 28, or may alternatively be 
extended further into an empty space behind the video display 26. In the latter 
embodiment, to be able to accommodate the physical claw 40 in an empty space 
behind the video display 26, the video display 26 would be implemented with a slim 

25 structure, such as an LCD, having a reduced depth. 

When the bonus game commences, the video display 26 initially depicts a 
video image including a pile of video prizes 48. The pile of video prizes 48 on the 
video display 26 is similar to the indicia of prizes 44 on the mechanical display 28 and 
may therefore include such prizes as gems, jewelry, watches, precious metals, and 

30 toys. As the physical claw 40 appears to be lowered into the indicia of prizes 44 on 
the mechanical display 28 but is actually lowered behind the indicia of prizes 44, the 
video display 26 depicts a video element 50 in the form of a video claw. The video 
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., r r»n^— 

display 28 such that critically the physical claw 40 on the 

interact with and be linked to each other. Specifically, m P y 

mteract wi h ^ then almost seamlessly 

mech anical the video display 26. The physical claw 40 appears 



claw 50. 
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r i«« proceeds to depict the video claw 50 
Referrine to FIG. 8, the video display 26 proceeds to acp 

pri2 e n . *- - - v^; : r so — - 

no. s, The video a-spuy * « - me bonus game. 

such d* the v.deo claw 5 > yi(Jeo cla „ 50 appears to name. 

(mOVC rt !Hr 0 appears 1 move from *. video dispiay 26 ,o m. 
display 26, the v,deo ciav. 5« app ^ 

the wagering game. descri bed with reference to one or more 

While the present invention has been descnoea wiui 

■ vZmen.s .hose skUled in the ar, wiH recognize «ha« many changes may 

particular embodiments, tnose situ nrftsmt invention. 

formats and themes. Therefore, m contro y 

and the mechanical display 28 such that elements besides the claws 

to visually interact with each other. 

The watering game may, for example, have a fishing theme. In this 
\ Tne wagering 5*""^ . , fake worm 

mechanic* disp.ay 2S may inctude a Bshing reetwiU. ^ ^ ^ 
orto) a,m«endo.asho rt f,hin g .ine. During the bonus game. the v,deo P 
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may depict an underwater scene of swimming fish. To display a bonus yielded by the 
bonus game, the fishing line is extended until the physical bait on the mechanical 
display 28 disappears and then almost seamlessly reappears as video bait on the video 
display 26. The video display 26, in turn, depicts one of the fish being captured by 
the video bait. The captured fish is worth a number of credits. In a more extravagant 
implementation, the mechanical display 28 may include a tank of actual water colored 
blue for enhanced effect. While the captured fish is reeled in on the video display 26, 
the video display 26 may depict a fury of bubbles around the struggling fish and the 
mechanical display 28 may create a splash or ripple at the surface of the actual water 
in its tank. 
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CLAIMS: 

1 A gaming machine for conducting a wagering game, comprising: 
a video display for displaying a video element; 
a mechanical display for displaying a movable physical element; and 
a control system for operating the video display and the mechanical display 
such that the video element and the physical element appear to visually 
interact with each other. 



2 



The machine of claim 1, wherein the control system operates the mechanical 
display to move the physical element from alongside the video display to behind 
video display. 

3. The machine of claim 2, wherein the physical element is a claw-shaped 
member for grabbing prizes. 

4 The machine of claim 1, wherein the control system operates the video display 
and the mechanical display such that the video element and the physical element 
appear to be linked to each other. 

5 The machine of claim 1 , wherein the video element and the physical element 
provide respective actions, the control system operating the video display and the 
mechanical display such that the actions appear to be linked to each other. 

6. The machine of claim 5, wherein the action of the video element appears to 
cause the action of the physical element. 

7. The machine of claim 5, wherein the action of the physical element appears to 
cause the action of the video element. 
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8. The machine of claim 1 , wherein the control system operates the video dispay 
and the mechanical display such that the physical element appears to move to the 
video display and become the video element. 

9. The machine of claim 1 , wherein the control system operates the video dispay 
and the mechanical display such that the video element appears to move to the 
mechanical display and become the physical element. 

1 0. The machine of claim 1 , further including a wagering apparatus for receiving a 
wager to play the wagering game, the control system conducting the wagering game. 

11. The machine of claim 10, wherein the wagering game includes a basic game 
and a bonus game, the bonus game being triggered by a start-bonus outcome in the 
basic game, apparent interaction of the video element and the physical element 
occurring during the bonus game. 

12. The machine of claim 11, wherein the bonus game includes an outcome 
indicated by the apparent interaction of the video element and the physical element. 

13. A gaming machine for conducting a wagering game, comprising, 
a video display; 

a mechanical display proximate to the video display; and 

a control system for operating the video display and the mechanical display 
such that an object appears to move between the video display and the 
mechanical display. 

1 4. A gaming machine for conducting a wagering game, comprising: 
a video display; 

a mechanical display proximate to the video display; and 

a control system for operating the video display and the mechanical display 
such that elements on the respective video display and the mechanical 
display appear to visually interact with each other. 
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15. A method of conducting a wagering game, comprising: 
displaying a video element on a video display; 

displaying a movable physical element on a mechanical display; and 
operating the video display and the mechanical display such that the video 

element and the physical element appear to visually interact with each 

other. 

16. The method of claim 15, wherein the operating step includes operating the 
mechanical display to move the physical element from alongside the video display to 
behind video display. 

17. The method of claim 16, wherein the physical element is a claw-shaped 
member for grabbing prizes. 

18. The method of claim 15, wherein the operating step includes operating the 
video display and the mechanical display such that the video element and the physical 
ei . vnent appear to be linked to each other. 

19. The method of claim 15, wherein the video element and the physical element 
provide respective actions, wherein the operating step includes operating the video 
display and the mechanical display such that the actions appear to be linked to each 
other. 

20. The method of claim 19, wherein the action of the video element appears to 
cause the action of the physical element. 

21. The method of claim 19, wherein the action of the physical element appears to 
cause the action of the video element. 
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22. The method of claim 15, wherein the operating step includes operating the 
video dispay and the mechanical display such that the physical element appears to 
move to the video display and become the video element. 

5 23. The method of claim 15, wherein the operating step includes operating the 
video dispay and the mechanical display such that the video element appears to move 
to the mechanical display and become the physical element. 

24. The method of claim 15, further including receiving a wager to play the 
1 0 wagering game and conducting the wagering game. 

25. The method of claim 24, wherein the wagering game includes a basic game 
and a bonus game, the bonus game being triggered by a start-bonus outcome in the 
basic game, and wherein the operating step occurs during the bonus game. 

15 

26. The method of claim 25, wherein the operating step is indicative of an 
outcome in the bonus game-. 
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